GOLD MEDAL SCHOOLS TRAINING
Thursday January 15, 2009
West Valley Family Center

Letter Collector
(Letter attachment)

Show Me the Money
(Money attachment)

Frogs in a Bucket
Survivor Challenge

Noodle Games

Jenny Grosh - Jordan District Elementary PE Specialist
jennifer.grosh@ jordan k12.ut.us



Activity: The Leiter Collector
» 3"square cut-outs of each lefter (see attached copies). Make 4-5 sheets of
each consonant and 6 sheets of each vowe!,

« Students in groups 4-5 in each group.
«  Scatterall lettersin middle of playing area.

o« The object of The Letter Collector is 10 collect a letter from the
scattered lefters in the gym, each group sending one af a time. At the end
of the collection period, groups spend about 2 minutes spelling as many
words as they can with the letters they collected.

« On signal, one person from each group WALKS FAST (or another locomotor
movement) to the middle of the playing area, collects ONE letter and brings
i+ back fo their Team. Place all letters af the front of the team in a pile.

« Groups confinue to send one Team member af a fime 10 collect one letter af @
time until TEIME is called, Play can usually last about 3 minutes per session.

« Once TIMEIis called, give Teams af least 2 minutes fo spell as many words as
they can with the letters they collected.

« RULES:

o Take only 1iefter af a time.
o A movement must be done to collect a letter, no running.
o No spelling can take place until the teacher directs them to.

« Once you have given the two minutes 10 spell call TIME and go around fo
each team to see how many words they were able to spell. Make sure words
are spelled correctty, and are appropriote for school. Give each team 1 point

per letter if word is correct. You can do more than one round, adding items
like scrabble spelling, uging their spelling lists, etc.



Activity: Show fe the Money
. Lominafed play money with fitness activities attached to the back.

Spread money across the gym floor.

o Students catt work individually or in pairs to try 1o accumulate fitness money.

« Eachtimed sfudent picks up @ piece of play money he or she must perform
the fitness task on the back of the bill to keep The money. Stress that They

may not keep the money until the task is COMPLETE!

« Once taskis complete the student can keep the play money and pick up

another piece of play money 10 complete the next task.
. After aset amount of time, students can add up the money they co

+ RULES:

o Take only 1 piece of money af a fime.
o Must always watch out for others, be safe.

o Play several short games (2 - 4) minutes each round.




singa Bucke‘t/Wi‘i‘ches Brew

Activity: Frog

. 30 or more spot markers (lily pads) prandotnly placed around a buckeT. Can use
paper plates if no spot markers, also you can use & hula hoop for @ buckef.
For Witches Brew. +he bucket can be known as the wifches black

cauldron/pof.

. Place students in groups behind a cone/spot marker (4 in each group works
well) on one side of gym. or both sides if a large group.

« Each group gefs @ beanbag (1) ufrog’ or (1) “ingredient” 1o toss in the bucket.

. The object of Frogs in a Bucketis To use underhand +hrowing skills 10 make
the beanbag in the bucket. Once it is made the feaft member gefs 10 keep
the spot marker for their team. Counting up all markers when the floor is

empty. Make sure the Team merber picks up the spot marker BEFORE they
retrieve their beanbag out of the bucket.

« On signal, the first person in Jine starts the game. He/ She can stand on any

lity pad o 10s5 info the bucket. Tf they make if, they keep the lily pad, if
they miss the must retrieve +heir frog and refurn it to the next feammate in

their group line.
« Teams keep going until all the lily pads are gone.
« Have ateam member count and stack lily pads, Then collect scores.

. Scoring: Each lily pad can be worth 1 point = of as much as you'd like. Return
all lily pads 0 +he floor to start again.




iry:_Supvivor Challenge

10’ - 12’ length of rope per group of 5-6

.

. 4 cones (for boundaries)

{ utility ball per group of 5-6
Card per group of 5-6

1 Survivor Challenge Task

Create large (40X40 paces) activity ared.

ps of 5 - 6, scattered in ared, each group with a Survivor Task

o Formgrou
d 1 bail.

Card, 1 rope an

£ the Survivor Challenge i
k Card with your group.

together until signaled o

s to complete the challenges on the

« Theobjecto
supvivor Challenge Tas using proper form.
o When completed, do the Closing Challenge stop.




SURVIVOR CHALLENGE
TASK CARD

The challenge is to complete all of the activities below without letting g0 of
your group's *survival rope.” Use encouraging words, quality movements, and all
of your group's strengths 1o accomplish this challenge. It IS NOT a race. If
you finish before the other groups, complete the CLOSING CHALLENGE below.
600D LUCK and have funl

RIBBLE_ROUND: Dribble a ball around the perimeter clockwise. Each group

DRIBBLE ROV

member must touch the ball ot least B5xX.

END to END: All group members begin at 1 end of the ared. (Yes, of course, you
are all still holding the ropel) Your challenge is Yo move your group to the other end
using the following rules:

o 1 person ot d fime in your group is the wgtatue” and may not
move for B seconds.

o Another person in your group is the ncounter.” The Counter's job
is to counter 10 % repeatedly. You may ask, “Why do we need To
do that?" Well, because every 5 seconds @ different person in
the group becomes the “Statue.”

o By the time you get To the end, all in your group must have been
the "Statue” at least once.

HIGH ast 23 high-fives from others. Did you know 23 is
a prime number? Can you name B other prime numbers befweeh 6 and 60?

-FIVES: Give/receive ot le

ROPE WRITING: Write

ROPE VWi ===

the word wactivity” using your rope.

pUSH-UPS: Complete 79 push-ups (your choice of style) with your group. Each

member of your group must think of a different way T0 make .75 cents with coins.

GRAVITY BALL: All group members, hold the ball (using only 1 hand each and no
hand may be on the bottom of the ball) and move with it around the perimeter:
clockwiselx. If the ball touches the ground, pick it up and continue. While you are
ategies to eating @ healthy lunch af school.

CURL-UPS: Complete @ total of 100 curl-ups (choose your favorite type) with your
group. Each member must think of @ different way 1o multiply 2 numbers to

produce 100.

CLOSING CHALLENGE: Play “pass the Hat” with the ball around the
perimeter: counterclockwise 1x.



Nogdle Games = %%%é%@@é@ﬁ@mﬁ&;

. Each student will find a partner or play Back-to-Back.
« One partner will collect a2’ noodle and stand on one side of the gym.
o The pariner without the noodle will stand on the other side of the gym.

. The object of the game is for the pariner with the noodle to 109 their own
pariner using the noodle. All tagging with noodles takes place below the
waist.

« When the partner is tagged, They will be given the noodle and must Turn
around four Times before they can attempt to a9 their partner witha
noodle piece. The other pariner then goes and "hides" amongst other players

in the gym.

« The game will continue with the parfners switching places until time is over.

« TIPS: Remind students that the goal is to 1ag only their partners with the
noodle (no other players) and they need 1o watch ouf for others as they play.
You can also have partners change o anew parfner after a few minutes of

play.




Moodle Bames = %‘é,ﬁ@@%ﬁ@ﬁiﬁ%}%ﬁgﬁ Riter

« Each student will have Their own noodle and scatter in playing area.

e When the game begins, The students will try to tag another student below
their waist with the noodle.

o If astudentis ntagged" they must leave the playing ared and complete @
fitness tosk. (e.9. 5 push ups, 5 git ups, B Jumping jacks, etc.) When the
fitness Task is complete the can re-enter the playing area.

o Iftwo students Tag each other at the same time, they must both leave the
area to perform a fitness task.

. TIPS For really large groups oF limited space, have gtudents pair up and
stand together ina line on the edge of the boundaries. The player in front
will start The game and use the rules above. If tagged, they will leave the

area and bring the noodle 10 their partner o 90 in and have a Turs. To
increase activity, have students that are waiting perform fitness activifies
you can also make TEAMS with same color noodle pieces and cannot tag one
another.




Moodle Games = Hornet 109

For the tag game, the teacher will choose 4 - 6 students to be the "hornet."

Each "hornet" will have a stinger (2° noodle piece). The hornets" will
attempt o Tag others using their stingers.

Once a "hornet" Tags someone, They lose their stinger (just like a real
hornet).

The person tagged must leave the playing area and performa fitness
activity. They can re-enter the game when the activity is complete.

Once the "hornet" has fagged someone and drops the stinger, &Y players
that are not tagged can pick up the stinger and become the new "hornet.

TIPS: Hornets cannot tag other hornets during the game. Remind students
that they need o drop their stingers when they tag someche.




Activity: The Letter Collector

" gquare cuf-outs of each letter (see attached copies). Make 4-5 sheets of

cach consonant and 6 sheets of each vowel.
« Students in groups 4-3in each group.
« Scatter all lettersin middte of playing area.

. The object of The Leffer Collector is Yo collect a jetter from the

scattered letters in the gym, each group sending one at a time. AT the end

of the collection period, groups spend about 2 minutes spelling as many
words as they can with the letters they collected.

+ On signal, one person from each group WALKS FAST (or another locomotor
movement) to the middle of the playing area, coliects ONE letter and brings

it back to their team. Place all letters at the front of the team in a pile.

« Groups continue 1o send one team member at a time fo collect one letter af a
time until TIME is called. Play can usually last about 3 minutes per session.

. Once TIME is called, give Teams at least 2 minutes 1o spell as many words as

they can with the letters they collected.
« RULES:
o Take only 1 letter at a fime.
o A movement must be done to collect a letter, no running.

o No spelling can take place until the teacher directs them fo.

« Once you have given the two minutes to spell call TTME and go around to

cach team to see how many words they were able 1o spell. Make sure words
are spelled correctly, and are appropriate for school. Give each team 1 point
per tetter if word is correct. You can do more than one round, adding items

like scrabble spelling, using their spelling lists, etc.
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Activity: Show Me the Money

Laminated play money with fitness activities attached to The back.

Spread money across the gym floor.

Students can work individually or in pairs Yo Try +o accumulate fitness money.
Each time a student picks up a piece of play money he or she must perform
the fitness fask on the back of the bill to keep the money. Stress that they

may not keep the money until the task is COMPLETE!

Once Yask is complete the student can keep the play money and pick up
another piece of play money to complete the next task.

After a set amount of time, students can add up the money they collected.

RULES:

o Take only 1 piece of money at a Time.
o Must always watch out for others, be safe.

Play several short games (2 - 4) minutes each round.
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TIMES
o THE FOUR WALLS OF
PREFORM 10 MAKE
BELIEVE JUMP ROPE
 STEPS DO A 15 SECOND LINE
o — "DANCE
_ SKIP SPELL YOUR NAME
| 'ONTHE FLOOR " RUN AND TOUCH EACH
- o | " DOOR IN THE GYM
" LEAD A CHEER
o | ~ MAKE A BIG TRIANGLE O]
MOVE LIKE A ROBOT FOR  THE FLOOR WHILE
10 STEPS - CSITTING
TOUCH YOUR HEAD, RUN IN PLACE WHILE
HOULDERS, KNEES, AND . gAYING THE ALPHABET
TOES 3 TIMES - ~
- o . . WALK BACKWARDS
BEND AND STRETCH: - -~ ACROSS THE GYM
T 5 TIMES | |
R S 'CIRCLE YOUR ARMS
CLOSE YOUR EYES AND . BACKWARD 10 TIMES
TURN IN A CIRCLE THREE | - |
~ TIMES GO TO EACH WALL OF
| | THE GYM AND DO 5 WAl
FLEX YOUR MUSCLES FOR PUSH-UPS
. 5 SECONDS o
DO 10 WALL PUSH-UP
- 10 TIMES DO AS MANY JUMPINC
- JACKS AS YOU ARE Ol
SHAKE HANDS WITH o
T 5 pROPLE ACT OUT A NURSERY
RHYME

“Aw



PANTOMIME A SPORT
PRETEND YOU ARE A
RACE CAR AND MAKE
TWO LAPS AROUND
THE GYM -
SHADOW BOX FOR
15 SECONDS

“ poO 10 SKI JUMPS

SIT DOWN AND SPIN.

AROUND 3 TIMES

DO 10 JUMPING JACKS

DO 20 SIT-UPS

WALK BRISKLY AROUND
'GYM 2 TIMES

SIT ON THE FLOOR AND
> TsCOOT WHILE

DO 5 PUSH-UPS, THEN
CRAB WALK BACK TO

YOUR HOME BASE
SLIDE ACROSS THE ROOM
DO 5 SIT-UPS

' [IP-TOE ACROSS THE
ROOM

TIP-TOE TO THE
OPPOSITE WALL

'RUN TO EACH CORNER
AMD DO 5 JUMPS

DO 1 LOCOMOTOR

AROUND THE OUTSIDE

~OF THE GYM

" ACT OUT A SCENE
FROM A MOVIE

ROW YOUR BOAT | |
o | ~ po 20 JUMPING JACKS

‘WALK TO THE
MIDDLE OF THE GYM, DO DO 5 LEAP FROGS
5 SIT-UPS, AND.CRAB o |
WALK BACK DO 5 JUMPING JACKS,
L - CLAP YOUR HANDS 10
RUN AND TOUCH EACH THEN DO 5 MOR
" 'DOOR IN THE GYM JUMPING JACKS
RUNONE LAP AS FAST JUMP 10 TIMES

AS YOU CAN
‘ 45



HOF UF AND DUWN &
THEN SKIP AND

"TOUCH THE DOOR
FARTHEST AWAY

‘SKIP TO EACH CORNER
OF THE GYM AND DO

Sk 16 TIMEDS MOV ING

YOUR ARMS IN

DIFFERENT DIRECTIONS

CIRCLE YOUR ARMS
FORWARD 10 TIMES

RUN IN PLACE FOR

FIVE JUMPING JACKS NP
IN EACH CORNER 15 SECONDS
~ ACTOUTA 'CRAB WALK ACROSS THE
NURSERY RHYME GYM THE SHORT WAY
TIP TOE ACROSS WHAT IS TODAY'S DATE?
- THE ROOM DO AN EXERCISE THAT
| B MATCHES TODAY'S DATE
GALLOP AROUND |
~ THE GYM DO 5 PUSH-UPS, THEN

DO 20 SIT-UPS
GIVE 5 HIGH FIVES
10 JUMPING JACKS,

~ 3 PUSH-UPS,
AND 5 SIF-UPS

WALK ON A PRETEND
INGHTROPE FOR 10 FEET

. GKIP AROUND EACH
BASKETBALL KEY TWICE

' STEP CROSSOVER "~
ACROSS THE GYM

- _THEN'S

CRAB WALK BACK TO
" YOUR HOME BASE

SIT ON THE GROUND AND
SPIN 5 TIMES LEFT AND
TIMES RIGHT

TOUCH ALL FOUR
CORNERS OF THE ROOM

SCUFF STEP ACROSS
THE GYM

ASK SOMEONE THEIR
"FAVORITE COLOR

poO 10 SIT-UPS

«—== AND 10 PUSH-UPS

A4



BLONB HAIR.
SKIP AROUND.THE
ROOM WITH THEM

ST AND]NG ON ONE FOOT,
~ MAKE A STATUE AND
HOLD IT FOR 10 SECONDS

5 PUSH-UPS

.~ RUN IN PLACE 20
' SECONDS
“PRETEND YOURE

' A MONKEY FOR
10 SECONDS

KIP ACROSS THE ROOM

—~ AND BE AN ELEPHANT
"ON TI{E'WAY BACK

FORM A TRAIN WITH 2

- OTHER-PEOPLEAND ey
% ROOM.-.

CHUG.ACROSS.T

- SLIDE-ALONG THE-
LENGTH OF THE GYM
AND BACK

DO 10 WALLPUSH—UPS-
JOG AROUND THE GYM

"THEN FIND' S@MEONE
"WHOSE NAME BEGINS -

WTIHB@RJANBSA e

HI TO THEM

—_"u 2242 ]

-Txé.;sz PEQPLE -

HOP; 10 TIMES;ON
"EACH FOOT

SWIM ACROSS THE GYM
DO 10 LEAPS IN A ROW
SCREAM WITH FRIGHT
- JUMP 5 TIMES IN
A CIRCLE "

CLAP YOUR HANDS
10 TIMES

. PRETEND TO THROW A

BALL"IN THE AIR 7 TIMES

C'{AB WALK ACROSS.
U THEGYM

RUN AN "X" FliOM ONE
TO THZE NEXT
PLAY RING_ A i’EOUND

7 el




p— v — -t — = e —

AIRPLANE WHILE SINGING

“"TWINKLE, TWINKLE
~ LITTLE STAR"

PRETEND YOU HAVE A
BIG RIBBON IN YOUR
HAND AND WRITE YOUR

NAMEIN THE AIR WITH IT

- IMITATE A FAMOUS

PERSON FOR 10 SECONDS

PRETEND YOU ARE IN A

- BANB:AND MARCH.. -
- AROUND PLAYING THE .

-MUSICAL INSTRUMENT
“YOU WANT

WALK 15 STEPS
BACKWARD THEN
~ JOG BACK

HOP 10 TIMES IN

~THE CORNER

PANTOMIME A SPORT IN
SLOW, NORMAL, AND
~ FAST SPEED

 THUMB WRESTLE
WITH SOMEONE

3 PUSH-UPS,
"THEN 5 SIT-UPS

-ua.!._fkﬂ

DO I(B LEAPS IN A ROW

e —— % — - ms A s s

SWIMMING
AND SWIM ACROSS THE
GYM 5 TIMES
MAKE A BIG RECTANGLE
-USING ANY LOCOMOTOR
- SKILL YOU WANT -

MOVE LIKE A ROBOCT
FOR TEN STEPS

"~ DO AS MANY JUMPING
JACKS AS YOU ARE OLD
CRAB WALK BACKWARDS
TO A CORNER OF THE

“GYM AND DO 5 SIT-UPS

_ FLY LIKE A PLANE
ACROSS THE ROOM

MAKE A PYRAMID
15 SIT-UPS
DO THE BUNNY HOP

RUN IN PLACE
20 SECONDS

GET SOMEONE TO DO 10
JUMPING JACKS FOR- YOU

WALK AS FAST AS YOU
CAN AROUND THE GYM

Ao



AI J:'U JUILVEL RINUXC Jﬂ.bm

CLOSE YOUR EYES,
AND TURN'IN A GIRCLE
THREE TIMES'

'GET WITH 3 OTHER
PEGPLE AND BUILD A SAFE
PYRAMID ©
TAKE A WALK AROUND .
THE GYM AND SAY HI TO
EVERYONE YOU PASS

MARCH TO A CORNER .
AND DO 5 PUSH-UPS

SWIM ACROSS THE GYM

CIRCLE YOUR ARMS
‘BACKWARD 10 TIMES

WALL SIT FOR '10 -
SECONDS: ==

SLAP YOUR KNEES TWICE
HOP AROUND 3 PEOPLE

 TAKE 5 erps
BACKWARDS

ON THE FL@.R

| CRABWALKF@
STEPS FOR 10 SE .'zQNDS

SIT DOWN AND THEN
STAND UP 10 TIMES

JOIN HANDS WITH 4
OTHER PEOPLE, FORM A
JAIL AROUND SOMEONE

HOP ON EACH-- FOOT |
10 TIMES - - -

PLAY ARGUND. THE ROOM
MAKING PLANE SOUNDS

GO TO EACH WALL OF
5 WALL PUSH-UPS -

- RUN:AND TOUCH:EACH: -

.. OF THE FOUR WALLS )
OF THE GYM ™
CRAB WALK ACROSS
' S A RREL UVI“I




- UKADB WAL LU 1HY
MIDDLE OF "‘HE GYM, DO

5 SIT-UPS, AND:CRAB -
WALK BACK

WALK. BACKWALRDS
FOR 30 SEC.NDS

SPELL YOUR NANIE BY
USING YOUR BOIY

PLAY LEAP FROG THE
WIDTH OF THE GYM

ROLL ON THE GROUND

5 TIMES.. .

| smmow BOX. FOR
20 SECONDS

8 WALL. PUSH-UPS

USING ANY. LOCOMOTOR
KILL YOU WANT-MAKE A -

NS Ty lN'--A-;C_I,_RCI:;E- 25
SKIP ARGUNB THE GYM 2
“TIMES A

~-DO: JUMPING. JACK:S ONE

" 'FOR EACH LETTER IN

YOUR FULL NAME

PRETEND. YOU ARE
S‘VIMMING AND SWIM
- ACROSS THE GYM 5

SPTDOWNAND STAND UP
3 TIMES -

GET SOMEONE TO DO 10

JUMPING JACKS FOR YOU

WALK ON A LINE ALL
AROUND THE. GYM

BIG%RECTKNGLEW e RUN TOLEACHHCORNER

UNII&AND_T}IENTRETE “
"YOUR: LEFF SHOE

KIP ARGUNE THE R“M

bk ity

COUNTER-CL.GKWISE_‘

ANDDO 5 JUMPS

“FIND-SOMEONE. ‘WELH THE

SAP&E u@h@n SHIR AND



